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1. INTRODUCTION 

Congratulations on your choice of Atari's most advanced 
video game controller! The ATARI" 5200"-' IRAK-BALL"*' 
brings home the high performance of its arcade counter- 
part. With 360 degrees of movement added to precise 
control and tremendous speed, your TRAK-BALL will help 
you score and play better than ever before! You can zip 
across the full width of Ihe TV screen in an instant or posi- 
tion yourself precisely for complete accuracy. Here's lo 
your best scores ever! 

2. SET UP AND OPERATION 

PLUG IM 

Plug your TRAK-BALL console into jack 1 at Ihe front of 
your ATARI 5200 super syslem. The jack is designed to fit 
only one way. Be sure the connection is firm, but do not 
force it. 





1 ^^mjTnHHHnWTnTffiTnm/T/mBHmmH^^ 



SET UP 



For optimal performance, set your TRAK-BALL console on a 
flat surface such as a lable. the floor, or your lap. If the 
console is tilted too far in any direction, Ihe ball may lift 
off its roller, causing patchy cursor movement. 

KEYPADS 

The 5200 TRAK-BALL console has two keypads Both func- 
tion simultaneously so you can use either keypad to 
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select options. For player selection and game oplions. 
follow the instructions under USING THE 5200 CON- 
TROLLERS in your individual game manuals. 

START, PAUSE, AND RESET 

The START. PAUSE, and RESET buttons on the TRAK-BALL 
console perform Ihe following functions: 

START 

Press START to begin game play. 

PAUSE 

Press PAUSE to stop all game action. This feature allows 
you to leave the game wilhout interrupting the game 
play or the score. Press PAUSE again to resume the game. 

RESET 

Pressing RESET will either restart the game variation you 
are currenlly playing, or will return you to a menu mode 
from which you can select game oplions. Some game 
programs have a built-in safety feature which requires 
that you press PAUSE before pressing RESET. This feature 
eliminates the possibility of accidentally pressing RESET 
during game play and then being returned to the 
pregame play mode Check the appropriate game 
instructions for different RESET functions, 

USING THE TRAK-BALL 

Your TRAK-BALL console is designed so that you can use 
your most familiar hand for either of the two main con- 
troller functions: rolling Ihe ball or pressing the keypad 
and fire buttons. You may find, for example, that if you 
are left-handed, you can spin the ball with your left and 
shoot with your right. 

The 5200 TRAK-BALL allows you to move the play pieces in 
any direction on the screen at variable speeds. The play 
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piece, or cursor, can move up, down, left, right, 
diagonally, and all around. To make it move fast, spin Ihe 
ball rapidly in the direction you wanl the cursor to go. To 
bring the cursor to a stop, simply halt the TRAK-BALL 

NOTE: The TRAK-BALL rolling action should become 
smoother with use, so that once you break in Ihe bear- 
ings, the bait will spin more freely. 

FIRE BUTTONS 

The TRAK-BALL console is equipped with tour tire buttons, 
two on each side of the ball. The inner rea buttons to the 
immediate right and lefl of Ihe ball are used as fire but- 
tons for ail games. Use whichever button is more comforl- 
oble for you— their funclions are identical The outer red 
buttons on the far right and tar left of the ball have other 
functions, depending on Ihe particular gome. For exam- 
ple, in DEFENDER", these buttons are used for smart 
bombs. Your specific game manual will describe the 
function of these auxiliary buttons when applicable. 

" DEFENDER is a 1'aaerra'k o* UVI i ims Eleclii n cs inc 

MULTIPLE PLAYER GAMES 

Since fhe computer automatically switches between 
players and keeps score, you do not need a separate 
TRAK-BALL for each player in most two-player games (See 
your game manual for possible exceptions.) To use the 
TRAK-BALL for Iwo players, simply lake turns using the con- 
troller. For games that don't allow enough lime between 
players, use the PAUSE feature to extend rime while 
trading off. 

STORAGE 

To store your TRAK-BALL console, wrap the cord around 
the cord wrap on the underside of the console unit. 
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CORD WRAP 




3. CARE AND MAINTENANCE 

Your ATARI 5200 TRAK-BALL controller will bring you many 
years ol enjoyment. To keep it in good working condition, 
please remember the following: 

■ To protect the precision engineered ball bearings o( 
your TRAK-BALL. always play with clean hands and 
keep the bail clean by wiping il frequenlly with a soit, 
dry cloth. 

■ Do not spill liquids on the console. Liquids can easily 
seep down Ihe air space surrounding Ihe ball, result- 
ing in slow-down and poor TRAK-BALL response. If you 
should spill liquid on the TRAK-BALL, have the console 
serviced as soon as possible. 

■ Do not lift the TRAK-BAll console by the connecting 
cora. This could bend or crimp Ihe wires and break 
;he internal insulation. 

■ Be careful not to drop your TRAK-BALL or subject il to 
sudaen jolts. 

■ Do not expose the console to extremely high or low 
temperatures 

■ Clean the exterior surface with a soft, slightly damp 
cloth. 

■ Unplug the console when not in use. 



RtariGuide 



PAIfiHi ocnviiit 



-*i J*'**! All-»T4Tr >TJ *V * P 



Call toll-free 
|K»Oi 6771-404 Jm Cililfl - 



COMPLIANCE WITH FCC REGULATIONS 

To comply with Federal Communications Commission* fFCCj regu/atiom ana 
to keep your ATARI unit from Interfering with television receptron on nearby 
televfston sets* please observe the following' 

• "n i . 4*i;jip*n#ft! genera*?* and uiw radio frtqufeJiry < nergy and »* : ft ilea MumleJ ptup£*Jy it may 
Cfluifl rflieffeicnce to radio and teieviiion receptor H rial ueen cyprMettcti iwkj icund tc cotppty wVith 
ihc i* mm ?or a Ctoii 8 computing device in dtcotdwtr w»tn if* spcciltdtiuns in lutwa i of oait 15 or 
^CC Ruiei. ivrncn pre designed to provide reaMHvbic protection .vr-nut suci mterfe/ffnfe m a r« sen* 
Dal insia nation 11 thit equip/ncnt does t<»*i^e interference to fada 6* television rcceppan, which can be 
^o!rfm*ned oy lUtfiing the Pciu'Pnx»^t oh .Mid on. t'y co cancel the interference by c-ne cr mote oi the 
(allowing inetnods 

• teonem me receiving antenna 

• telncMr me rcnpsicer tvflh rrttpen Iti the rcc&tffi 

■ mcvf thr tfamjmttf into *» mhVwnl mitH w m^l the compntn <»~ii »i riw* art on tlffleienc btwxh 
( ircuits 

tf nrCetWty ioiiM.it tnr ilr.ilrr or .in Mfprrienrrd Md ilri'.Mr trchn^ifln For adrfitcmal Mitjgroons 

Hi. r\i\ I'Md ill* frlUcjWtJlrt Iirviklrl |l/epiltHJ tlj fW ffltfnU Oiri"T1k:i1t^i: ir ^ l.-ht UfU»l0n nr Ij In 
HOW to *iMt(tty tlPsI iV'vi'v"* ff.lilO * r , lr*?a*f Iffi-ni - PM.*;>|riri 

tpu boiA'H ^available ritwi trirti 5 Gavrrntnrnt Phnpnq Of.r w.r»i t nfin rx ZtJ*D3-SiQdi Nu 
CO4-0Qti-COJ4£-*1 
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